We are delighted that you have chosen anguard Bandits™ for pla 
on your PlayStation® game console. We hope that you will continue t 
enjoy this and all of our games for the PlayStation game console. Due i 
part to the numerous requests we've had for more Strategy/RPG games, 
this game now rests in your hands. Please continue to tell us what YOU 
want, because we are always interested in what YOU think of our games 
and what games YOU would like to see released in this country. 


WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to ce 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television sc 
or while playing video games, including games played on the PlayStation game console, 
induce an epileptic seizure in these individuals. Certain conditions may induce previolllly 
tected epileptic symptoms even in persons who have no history of prior seizures or epllpsy. If 
or anyone in your family, has an epileptic condition, consult your physician prior to playing. If 
experience any of the following symptoms while playing a video game - dizziness, altered vis 
eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or con 
sions - IMMEDIATELY discontinue use and consult your physician before resuming l*Y, 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without finltlllflSlllllng the u 
manual for your projection TV. unless it is of the LCD type. Otherwise, it ~ 
d 
your TV screen. 


USE OF UNOFFICIAL PRO UCT: 
The use of unofficial products and peripherals may damage your PlayStation time console 
invalidate your console warranty. 


HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 
• Do not bend it, crush it or submerge it in liquids. 
• Do not leave it in direct sunlight or near a radiator or other source of heat. 
• Be sure to take an occasional rest break during extended play. 
• Keep this compact disc clean. Always hold the disc by the edges and keep it in its pro 
when not in use. Clean the disc with a lint-free. soft, dry cloth, wiping in straight lines from 
to outer edge. 
solvents or abrasive cleaners. 
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Set up your PlayStation® game console according to the instructions in its Instruction 
Manual. Make sure the power is off before inserting or removing a compact disc. Insert 
the Vanguanl Bandits™ disc and close the Disc Cover. Insert game controllers and 
tum on the PlayStation game console. Follow on-screen instructions to start a game. 
Console 


RESET BUTTON -----. 
POWER BUTTON 
POWER INDICATOR 


MEMORY CARD SLOT I 
CONTROLLER PORT I - 
---4~~ 


MEMORY CARD SLOT 2 -----' 
CONTROLLER PORT 2----- 


DUALSHOCK™ analog controller 


UButton 
LI Button 


Select Button 


Directional Buttons 
Left Analog Slick 


Ri ht Analo Stick 


L1,L2,R1,IIIIIZ._ 


Analog Mode Switch 


Select Button 


Start Button 


R3 Button 


e Button 


* Moves cursor on the Battle screen. 
* M oves cursor on menu items and 


boxes that require a response. 


* Rota"" the Banle semen. 


* Enables the use or the Left and Right 


Stick, ~md the L3 and R3 buttons. 


* Tum on or olf Banle Animation.,. 
* Displays Battle menu. 
* Di.'f>lays the Save menu on the Banle 


screen. 


* Returns 10 the previous screen during 
menu commands. 
* Returns the curwr to the location of the 


® Button 


® Button 


~ Button 


* U,e with Directional Buuons to dis- 


play oprions from the Game menu. 
* Up +@ bunoo displays Units sm:en. 
* Left +@ bunoo displays Sys1em menu. 
* Righi + @ bunoo displays Tums menu. 
* Down + @ bunoo displays Map sm:en. 
* lncrca,;cs the cursor speed on the 
Banlc screen. 


* Conlinn menu commands. 


To cxil a game. pre<S and hold the Select and Slan bul- 
lon.s while p!CAAing and holding down the LI. L2. RI. 
and R2 bunoru.. The Title screm will then be displayed. 


These amazing t:ales inspired tens of thousands of citizens to exchange the 


boredom and squalor of their lives in the Ancient Lands for the thrill of 
the unknown. But these new settlers, many of them poor and uneducated, 
ironically brought with them the very dysfunctions of society that they had 
hoped to escape: poverty, crime, and-inevitably-war. 


The borders of the Continent were drawn in blood, as hastily formed nations 
fought each other over territorial rights and religious beliefs; for the most 
ridicu1ous of reasons, and for the most noble of causes. Skies which had once 
a brilliant blue were now thick with the ebony smoke of burning forests 


nd smoldering ruins; rivers which had once been clear as glass were choked 
with the bloated bodies of the dead. And the Continent, which had once been a 
ument to the beauty of nature, was now a testament to the ugliness of man. 


believed that the Eptinan Wars might never end.. .. until a miraculous 


iscovery was made. 


In the heart of the Pharastia Kingdom, archaeologists discovered evidence that 


the Continent had been popu1ated once before-in the stunning form of 


4 several mechanical giants, which later became known simply as ATAC. 


Each ATAC resembled an annor-clad knight, and stood at least twenty-fwe feet 
in height. After months of analysis and experimentation, it was determi 
how the ATAC were controlled: by the focused thoughts of a "pilot; who sa: 
inside the head of the ATAC as the machine literally read his mind. 


With the awesome power of the ATAC added to its already formidable armies, 
it was only a matter of weeks before Pharastia assumed control of the entire 
Continent. A few countries attempted to pght the Kingdom, but as news of the 
ATAC and their unholy strength spread across the land, the remaining nations 
chose surrender over annihilation. 


The Continent was united at last, and. the leaders of Pharastia d.ecid.ed. that 
the power of the ATAC. which had proven so usefu1 in war, could. now be used. 
to keep the peace. The most powerful of the excavated ATAC, once controlled 
by the King himself, was locked away in a secret location, while the remainin 
ATAC were d.istributed. to different regions of the Continent. 


But the Pharastia Kingdom was unable to maintain control for very long. Coup 
detats and civil wars erupted., and the Kingdom soon found itself struggling 
not to preserve its rule of the Continent, but to preserve its own existence. 


It is here, in the midst of the Second Eptinan Wars, that a spirited you 
man named Bastion is d.estined to learn of his central role in determining tlae 
ultimate fate of the Continent.. 


After conquering the Continent, the 
rule over the various nation-states. 
corrupted by their newfound power. 
domArmy, led by the veteran comm 
gling to preserve the country again 


ent his advisors to 


t many of them became 


at remains of the King- 
er Galvas Derid, is strug- 


the Empire's assault. 


Junaris Emp-ire 
• 
After wars broke out between the Kill!gdom 's former nation-states, an 
enraged citizen named Degalle fon-.ed a rebellion against these cor- 
rupt governments. His army of 
ts rapidly swelled in number. 
and he formed his own nation. the J 
· s Empire-but along the way, 


The nomadic people of this gre 
working. Avalon's leaders have 
and the Kingdom. Unfortunately. 
military support to Galvas. as the 
borders against the Muspel Nation 


Nonl-i1a-in Forest 


preached against. 


prairie are humble and hard- 
ways been loyal to the King 
y are unable to offer much 
e busy defending their own 


This heavily forested country h 
of the Continent's most 


ferocious leaders (Duke Logan, 
"Barbarian of Blood") 


and most feared armies. Nordilain is working with the Empire 
to conquer the Kingdom. but it is an uneasy alliance, as Logan 
feels the Emp' 
· 
· 
him with contempt. 


on the Continent. Muspel 
between the Kingdom and 
tile toward Avalon. There· 
Radcot, leader of Muspel, 


This snow-covered nation i 
family. Hibernia is devoted 
dangers, but is also charged 
ership is corrupted. Despite 
Hibernia's leader, Lord Al 


any countries deemed w 
has yet to make an allian 
eventual choice will play 


led by relatives of Pharastia's royal 
tecting the Kingdom from external 
destroying the Kingdom if its lead- 
mpire's assaults upon the Kingdom, 
as remained strangely silent. 


D-ionne-Le1ive 


by a succession of great w,UTiors. 
services of his mercenary force to 
of his support. The current Marquis 
the Kingdom or the Empire, but his 
cial pan in the war's outcome. 


Soutkern All-iance 


This loose-knit "na · 
as formed by landowners and busi- 
nessmen after the 
ukedom collapsed, leaving the area 


at the mercy of the 
uspel Nation. Each city in the AUiance 


maintains a high degree of autonomy, contributing only 
resources and manpower to protect 
'nst Mus 


~ ........ ,....~ ... ~ .. 


Bastion 


Under the direction of his strict and occasionally overbear- 
ing father, Kamorge, Bastion liopes to become a soldier and 
wage waragainstthe Junaris Empire. He roams the land with 
his father. his spiritual sister CM ilea), and his ATAC engineer 
CPuckJ, avoiding the Imperial Army- which has been search- 
ing for his father as long as he can remember. In the mean- 
time, Bastion spends most of his time training in the ways 
of AIAC combat. 


Faulkner 


The leader of the Imperial Army and tlie most powerful man 
on the Continent, the deranged Faulkner is hell-bent on con- 
quering the Kingdom and gaining revenge for his fallen 
father. 
Unfortunately for everyone, Faulkner's ambitions 
don't end there; he secretly schemes to assume command of 
the Junaris Empire and take over tlie known world. Hey. 
you gotta admire him for setting his goals high. He enjoys 
sending Zakov to do the Empire's dirty work. and allows the 
demented Madoc to design equally demented ATAC despite 
Sadira's orders. 


Duy ere 
• 


As the only son of Emperor Degalle, 
th.is young prince is a11 too aware of 
his impending ascent to th.e throne of 
the Junaris Empire; while he claims to 
despise the burdens of his noble birth, 
he o~en revels in th.e riches th.at his 
nobility affords him. Unfortunately 
for the future Emperor, his only real 
skills are bitching and moaning; little 
sister Sadira (with. wh.om he has a 
serious case of sibling rivalry) is a far 
superlor warrior. Duyere manages to 
hold his own in combat only because 
he uses the fast and furious Sarbelas, 
an excavated ATAC. 


Alden 


The Imperial Princess is, like most 
17-year-old girls, a bundle of energy 
and. attitude with. manic-depressive 
swings thrown in for good measure. 
Unlike h.er older brother Duyere, she 
feels that the war witl, the Kingdom 
should be ended, and sl,e has secretly 
begun taking steps to bring peace 
to the Continent. With her strong 
opinions and hair-trigger temper, 
Sadira is nol someone to back down 
from a confrontation. 


Known as the "Ice Wolf"' by anyone unfortunate enough to 
encounter him in battle, Lord Alden presides over the snowy 
kingdom of Hibernia. He has remained neutral in the conflict 
between the Kingdom and the Empire, preferring to coolly 
observe the war rather than ally him.self with one of the com- 
batants. The only person Alden truly relies upon is Melior, 
whom he consults for advice and whom he brings with him 
into battle. Alden's greatest passion is the game of chess; he is 
considered the best player on the Continent. 


Logan 
• 
The leader of the Nordilain 
Duchy. Duke Logan loves 
nothing more than th.e glory 
of battle and the ecstasy of tri- 
umph. CExcept, perhaps, his 
inexplicably large sideburns.) 
He is the most aggressive 
f,ghter on the Contin.ent. 
using tlte mighty Crimson 
ATAC 
to smite his 
foes. 


Logan's wife died soon a~er 
his only daughter; Claire, was 
born, and 11.e now tends to rely 
on lier for emotional support. 


Ze-ira 


The leader of the Avalon 
Principality. Duke Zcira is a 
humble man who rules his 
nation with a velvet glove 
instead of an iron fist. Under 
his savvy direction, the Avalon 
Defense Force has somehow 
managed to hold the Imperial 
Army at bay. but he knows ll1at 
time is running out. He places 
much trust (and respons-ibil- 
ity) upon his inner circle of 
military personnel, including 
Kaidul, lone, Reyna, and the 
laugh-a- minute Galvas. 


Marquis Dionne Lehve is the ruler of tlte country that 
bears his name. He is the latest and greatest in a long 
line of Oionne- Lehves tl1at are sworn to protect Gratia, 
the stone which fuels the legendary Ultragunner ATAC. 
Dionne surrounds himself witl1 a small group of sol- 
diers and mercenaries which are considered the stron- 
gest warriors on the Continent: among those mercenaries 
is Andrew, the infamous sexist- pig ninia. Dionne's ATAC 
is the Roaring Lion, orte of the excavated ATAC. 


Pre~s the START button during the opening animation to jump 


dHectly to the Title Screen. The Title Screen displays the 
following options: Start, Load, Options. These options are 


described below. 


Start the game from the beginning. To begin the game or to 
start the game over, select "START." Press the ~ button. The 
game will then proceed from the beginning of the adventure. 


Restores a previously saved game. To help differentiate 
between different save data, each save file displays the follow- 
. g information: current chapter, character's level, whether 


r not a mission has been completed or is in progress, and 


amount of funds on hand. The first three save slots can only 
be u~d to save completed missions. The last save slot is set aside for missions that are 
14 m ~rogress. Games can be saved on either Memory Card J or Memory Card 2. To 


switch between Memory Cards, use the LI and RI buttons. 


To return to the game, select "LOAD" from the Title screen. 
~ress the 
button. Now, select a Memory Card, Card 1 or 


ard 2, by pressing the LI or RI buttons. Next, move the 


cursor to highlight which save file to load. Press the ~ button. 
The game will be loaded. To cancel and return to the Title 
screen, press the · button. Please do not remove the Memory 
-:ard during a save or a load. 


Opt-ions 
• 
Change game settings. There are six options that can be 
accessed when starting the game: Sound Mode, Message 
Speed, Vibration, ATAC Viewer, Missions Won, Load Stats, 
and Exit. The other options (End Credits, Music, Opening 
Movie) will be unlocked after certain missions are success- 


fully completed. In order to view the current options, and have access to the other 
options, a save file must be loaded from the "Load Stats" option (for further informa- 
tion on this option see page 17). These options are described below and on the following 
pages. 


I 
,... SOUND MODE "1111 How the sound is heard. The sound can be listened to in eith 


Ill.. 
...1111 
"Stereo" (audio wonderment!) or "Mono" (an audio night- 
mare). Press the right Directional button to change the setting to "Mono," or press 
the left Directional button to change the setting to "Stereo." 


J,• 


,, 


II 


I,.. MESSAGE SPEED "1111111 Speed at which text is displayed. There are three speeds 


111,,,. 
..11111 
which the text can print on the screen: "Slow," "Normal," o 
"Fast." To decrease the speed of the text, press the left Directional button. To increase 
the speed of the text, press the right Directional button. 


I,.. VIBRATION "11111 Enable or disable the vibration for the DUALSHOCK™ analog 


111,,,. 
...Ill 
controller. To have the controller rumble and create endless hours of 


·oy, set this option to "On:' To tum off the vibration, make sure the option is set to "Off." 


. ,.. ATAC VIEWER "11111 ViewATACsandlistentogamemusic. 


111,,,. 
...Ill 
Once an ATAC has been viewed in the 


Battle Animations, it is possible to view it with the ATAC viewer. 
After selecting "ATAC Viewer" from the options screen, a list of 
ATACs will be displayed. To view an ATAC, move the cursor to 
the ATAC's name and press the ~ button. 


Also, displayed at the very top of the screen is the current musical 
theme. To change to another theme, press either the L2 or R2 but- 
to cycle through the list of themes. Once a desired theme has 
chosen, press the @ button to play the theme. 


the 3-D view of the ATAC has been loaded, the model can 
rotated or scaled. Use the Directional buttons to rotate the 
I in any direction. Use the RI button to increase the size of 
the model, or use the LI button to decrease the size of the 
model. To exit this screen and return to the previous screen, 


- 
~ - 
ress the • button. 


,.. MISSIONS WON "1111111 Number of completed missions. Shows the current finished 


111,,,. 
...Ill 
missions/maximum number of missions. In order to win all 


of the missions, the game must be re-played in order to discover the different branches 
in the game. 


,.. LOAD STATS "1111111 Load information for the Options 


111,,,. 
...Ill 
screen. The Options screen will only 


display the default options, unless the game stats are loaded in 
from the Stats menu. After loading in the Stats from a Memory 
Card, the Options screen will be updated to show the current 


To load this information, select "Load Stats" from the Options screen. 
button. When the Stats screen is displayed it will show how many ATACs have been seen 
and the total number of missions that have been won. To change to another Memory 
Card, press the LI and the RI buttons. 


To confirm the decision to load the stats from that Memory 
Card, press the ~ button. The stats will then be loaded in~ 
memory. The Options screen will then reflect the informati 
from the Stats file on the Memory Card. To cancel and re 
to the Title screen, press the • button. 


After an event has taken place, the game will display the 
Menu screen. This is the time to make any changes to the char- 
acters before they enter into combat. The Menu screen con- 
tains the following options: Mission, Briefing, Interview, 


Shop, Equip, Save, Load, and Quit. 
These options will be 
described below and on the following pages. 


. Advance to the Game Screen. Even though this is the first 
option on the Menu screen, it's best that it be the last option 
selected. Make sure to complete all of the other options on the 
Menu screen before selecting "Mission." 


• 
eceive battle information from comrades. After select- 
g this option Bastion or his allies will offer their input as to 
the mission objectives and possible battle strategies. Take the 


time to listen to them, as it could be the difference between the IIEfiEfsl 


agony of defeat or the sweet thrill of victory. 


Build character morale. During the course of the game, char- 
acters will begin to question the leadership of Bastion; there- 
fore, it is necessary to have Bastion speak with them in order 
to build their confidence in him as their leader. Also, it is pos- 
sible to check the feelings between the other comrades in the 1.1::f!!!!! 


arty; unfortunately, there is little that Bastion can do to change their feelings toward 
ne another. Bastion is allowed to speak only three times after each event on the Inter- 
view screen. After Bastion has used up his three chances, the game will return to the 
Menu screen and this option will no longer be available during this tum. 


Shop 
• 
Purchase weapons, stones, and amulets. The shop is not 
always available after each event. So when it does become 
available, take the time to purchase items for Bastion and · 
comrades; otherwise, it may be a long time before their eq · 
ment can be upgraded. The Shopping screen has three options. 


Buy, Sell, and Exit. These options will be described on the following pages. 


Shop, continued 
• 
, ,.. BUY "II I Purchase goods. 
There are three different 


..._ 
A kinds of items that can be purchased: Weapons, 
Stones, and Amulets. The key features of the Shop screen 


list of Goods. The lop of this screen shows 
rwo stats: EQU displays the number of the 
items already equipped, and ALL displays the 
total number that have already been purchased. 
Also, included in this window will be a list of 
goods for sale and their sale price. 


Fu11ds. Amount of money available to pur- 
chase goods. 


Party Members. Only members of the 
party that are highlighted can equip the 
selected item. 


r 
Items Stats. Displays how the items will affect 
the character's stats. A description of these stats 
can be found below. 


BAS - Base Power. Characlcr·s basic abilities. including 
their hit poinlS. 


POW- Attack Power. Strength of the character's attack. 


DEX - Dexterity. Success rate during ,m attack. 


AGL - Agility. Reaction speed during combaL 


DEF - Defense. Decreases the amount of damage that an 


enemy can inflict. 


WEP - Weapon. Strength of character's weapon. 


HP - Hit Points. Character's ovcr.dJ physicaJ strength. 


To purchase one of these items, select "BUY." 
Press the IEllllll 


button. Next, choose which item to purchase, Weapons, 


Stones. and Amulets. Press the ~ button. A list of item for 
sale will be displayed in the middle of the screen. 


Next, select an item to purchase. Pay attention to the Items 
stats since they describe the effect that the item will have on a 
character. Once an item has been selected, press the ~ button. 
To confirm the decision to purchase the item, select "Yes." The item will be purchased 
and placed in the inventory. To cancel, select "No." 


• ,.. SELL "II I Sell unwanted goods. To sell an unwanted item, 


..._ 
A 
first select "Selr' from the Shopping screen. Press 


the ~ button. 
ext, select which kind of item to sell: Weap- 
ons, Stones, or Amulets. After pressing the ~ button, a list of 
items that can be sold will be displayed. 


Now, move the cursor to select an item to sell. Press the 
button. To confirm the decision to sell the item, select "Yes." 
To cancel the sale of the item, select "No." Note: Items must be unequipped in ortkr 
to be sold. 


• 
View character's current status and/or change their equip- 
ment or ATAC. The Setup menu displays the following 


options: Status, Equipment, ATACs, and Exit. These options 


are described below. 


,.. SfATUS "1111 I View a character's status, equipment and special abilities. To check 


...Ill 
out a character's current status, select "Status" from the Setup menu 
and press the O button. Next, a list of characters that are in the party will be displayed. 
Move the cursor up or down to select a character. Once a character has been selected, 
press the O button. The information available on the Status screen is described below. 


Character Window. 
Displays characters name, HP (hit 


points). current level. and the name of their ATAC. Also 
shown in the character window. wi ll be the characters 
O current stats (blue blocks represent the character's natural 


abilities, white blocks represent theATAC's abi lities). expe- 
rience points needed to raise to the next level. Range (the 
distance their ATAC can travel in one tum), and Speed (how 
quickly they react during combat). 


Equipment Window. Displays what items a character cur- 
rently has equipped. 


Skill Menu. 
There are three selections on the Skill 
menu, Attack. Support, and Dormant. Attack displays 


n the attacks a character has learned to use in combat, Sup- 
U 
port shows the characters defensive attacks, and Dormant 
shows the hidden attacks of a character. A list of these spe- 
cial skills will be displayed to the right of the Skill menu. 


,.. EQUIPMENT "11111 Change a character's equipment: l~i;ll!ti~=,l 


...Ill 
Weapons, Stones, and Amulets. To 


change a character's equipment, select "Equipment" from the 


etup menu. Press the O button. A list of party members will ' 


be listed in the bottom left of the screen. Use the cursor to 
select a character. Press the O button. 


A list of items that have been equipped to the character will 
be displayed. Now, move the cursor to select which piece of 
equipment to change. Press the +3 button. A list of them will 
be displayed showing which items can be equipped. Note: 
Only items in white can be equipped. 


Before the item is equipped to the character, check the charac- 11::!l!!!!!l!fi~~illl 
ter's stats to see how the item will affect them. The bars on 
each stat will flash showing how the item (good or bad) will 
affect each stat. Usually, it's best only to equip items that will ' 
increase their stats. After choosing an item, press the O button. 
The item will be equipped to the character. The replaced item 
will be put back into the inventory. 


I" AIACS ~1 Transfer party members to different ATACs. P.~!!'-!IIIK;;;;;;~ 


Ill... 
~ Certain members of the party, whose names are 


written in white letters, have the ability to exchange ATACs. 


This allows them to take advantage of the special skills con- 
tained within each ATAC. To change a character's ATAC, select 
"ATACS" from the Equip menu. A list of party members will 
be displayed. Move the cursor to select a character. Press the t) 
button. Next, a list of available ATACs will be displayed in the 
bottom left-hand comer of the screen. Now, move the cursor to select which ATAC to 
switch. Press the t) button. The two characters will then switch ATACs. Remember. only 


ATAC written in white letters can be switched. The important features of this screen are 
discussed below. 


0 


Us/ of ATACs i11 the party. Only ATACs that are written in 
white letters can be switched. 


fJ 


Character Wi11dow. Displays the characters current status. 
See page 22 for a complete list of the stats. 


ATAC Stats. Displays the stats for the ATAC that is going 


0 


to be exchanged. This shows the ATAC's current user. 
graphic depiction of the ATAC. icon displaying the type of 
ATAC. and what items are equipped to the ATAC. 
. 
,r 
Infantry 
~ 
Cavalry 


'\ 
Ugh/ Infantry 
~ 
Ninja Soldier 
• 


Heavy Infantry 
/ 
Flight Soldier 


Save a game. Before proceeding to the next mission, make sure to 
save the game. To help differentiate between save files, the save file 
will contain the following information: Current chapter, Bastion's cur- 
rent level, whether or not the mission has been completed, and Che 
amount of funds collected during combat. To save the game, select 
"Save" from the Menu screen. Press the t) button. The save screen will be loaded. Select a save 
slot in which to save the game. Press the t) button. To overwrite the current file, select "Yes." The 
game will be saved. Finally, press the t) button to return to the Menu screen. To cancel and return to 
the Save screen select. "No." Use the LI or RI buttons to switch between Memory Cards. Please 
do not remove the Memory Card during a save or a load. Helpful HinJ: Don't save in the same 
save swL Be sure to rotaJe save slots when saving the game. 


Qu-it 


Loaa 


Load a previously saved game. To load a previously saved game. 
select "Load" from the Menu screen. Press the t) button. The Load 
screen will then appear. Next, move the cursor to select which file to 
load. Press the t) button. The game will then be loaded. Use the LI or 
RI buttons to switch between Memory Cards. Please do not remon 
the Memory Card during a save or a load. 


End the game. To confirm the decision to end the game and return to the Title screen. 
select "Yes." To cancel and return to the game, select "No." 


Character Status. Displays the nrune of 
the currently selected character. The cur- 
rent ru1d maximum value of their bit points 
will be displayed below their name. 


AP a11d FP Gauges. Shows how the character is doing 
during the battle. These two gauges are described below. 
Actio11 Poi11ts (AP). The character must have enough action 
points to carry out commands during combat. When the 
points have been used up, the character will be unable to 


1 react to combat situations. Any unused action points will 


be subtracted from the FP gauge at the end of the tum. 
Fatigue Poi11ts (FP). 
Every action that the character 


does causes them fatigue. When the character's FP gauge 
becomes full, he will not be able to carry out any com- 
mands for one tum. 


Terrain StaJus. Shows the physical characteristics of the 
land, and tl1e effect it has on tl1e character. This displays the 
altitude at which the character is located (listed as "4H" on 


3 the screen shot), attack advantage (listed as " I 0%" on the 


screen shot), and what type of ground they're standing on 
(listed as "Forest" on tl1e screen shot). 


Ch.eck1ng a Clta.ra.cter's Status. 


During the course of a battle, it is extremely important that the 
character's status be continually checked. To quickly check 4 
character's status, place the cursor on the character and 
the @ button. 1be character's status will then be diS:IJII•._. 
The main features of this screen is described below. 


2 


3 
4 
5 


I 
Displays the currently selected character's name, level, and stone. 


z AP a11d FP Gauges. Displays the character's current/maximum AP and FP. 


3 ATAC. Displays the name of the ATAC that the character is driving. 


4 HP Gauge. Displays the character's current/maximum hit points. 


Character's E111otio11al State. The character's success during combat is deter- 
mined by his emotional state. There are four emotional states: Angry (affects 
the character's attack power), Calm (affects the character's ag.;I;ty), Sad (affects 
the character's defensive power), and Happy (affects the character's dexterity). 
5 The size (it does matter) of the face determines the current emotional state of the 
character. 


Happy 


Calm 


By pressing the Start button, or by pressing the ~ button when 


the cursor is not on a character, the Game menu will be dis- 
played. There are seven options: Units, Map, Turns, Tactics, 
System, Save, and Quit. 


I,. UNITS "Ill I List all of the troops, friend or foe, on the 


~ 
A 
map. After selecting units from the Game 
menu, a list of all of the troops will be displayed. Ally troops 
will be written in blue letters and enemy troops will be written 
in red letters. The screen is divided into two halves: the top 
half will display the selected character's status, and the bottom 


iiiiiiliiiciiiiiiiiiil half displays the list of troops. 


are two cursors on the Units screen. The first cursor is moved by pressing the Left 
Right Directional Buttons. This cursor is used to organize the list of troops. The list 
· be organized by Name, Level, Range, Speed, or HP. The next cursor is moved by 


sing Up or Down on the Directional Buttons. This will scroll through all of the 


diers that are located on the Game screen. If the ~ button is pressed, the cursor will 
to that soldier's current location. Press the · button to return to the Game menu. 


Jl••••••lll l"MAP"IIIII Displays a bird's-eye (overhead) 'riew of the 


~ 
A 
Battle screen. After selecting MAP and press 
• 
- 
. 


' ;,;t • . 
. 
,, 
. 
i 


ing the 
button, an overhead view of the complete Battle 
screen will be displayed. This is effective for planniDg battle 
strategy and checking on the location of troops. 


I" TURNS "11111 List the ord~r in which playe~ attack. Th_is 


~ 
A 
displays a hst of characters m the order m 


which they will attack. The attack order is based on the char- 
acter's stats. The higher the value, the sooner they will attack. 
The list shows a maximum of 32 turns. Comrades will be writ- 
ten in blue letters, while enemies will be written in red letters. 
Move the cursor up or down to view different characters. If the 


~ button is pressed, the cursor will move to their current location. 
updated to show changes in the ally and enemy troops. 


!ll!!!!!!!!i I" TACTICS "Ill I Mission objective. After selecting this com 


~ 
A 
mand, the mission objective will be displa 
on the screen. Keep in mind the objective of the battle. 
be necessary to complete a certain goal, instead oftniJ' .... 
the enemy troops. 


CII-• pme settings. 
There are eight 


tbat can be adjusted. They are as 


follows: Cursor, V. 8aoll, Map Zoom, Status Box, Msg. 
Speed, Sound, Battle Anim., Vibration. These options 
will be described below. 


I"' CURSOR.,.., Determines how the cursor moves on screen. There are three dif- 


11.. 
"" 
ferent options: Right, Left, Center. Use the Left or Right Direc- 
tional Buttons to switch between the three options. How these options affect the 
Directional Buttons is described below. 


Up 


Left.Right 


Left 


Dowo.Up 


Down 
Right 


KRight Cursor Setting ~I KLe~ Cursor Setting~I 


Up Left Diagonal 


Down Left+~· Up Right 
Diagonal 
<l 
• 
~ Diagonal 


'v 


Down Right Diagonal 


KCenter Cursor Selling~I 


~ 
. ~ 
,, 
.. ' 


. -. ·! -- 
•., ' . ' 


~ 
. -. 


,,... 


~'" 


Kt00%Zoom~I 
I~ STATUS BOX~I Turn on or off the Character's Status box on the Game 
screen. The Character's Status box can be turned on or off 


by selecting Status box from the System menu. If the options is set to "On," the 
Character's Status box will be displayed showing the name of the character and their 
current/maximum number of hit points. If the option is set to "Off," then no box will 
be displayed. 
..... ~ 
... ": 
• 


... 


. ..;.:.·-· 


:"lr1,~ 
~ 


.Message Speed. How fast text is displayed on screen. There 
are three speeds at which the text can print on the screen: Slow, 
Normal, or Fast. To decrease the speed of the text, press the Left Directional button. 
To increase the speed of the text, press the Right Directional button. 


I"' SOUND ..... How the sound is heard. The sound can be listened to in either "Stereo" 


II.. 
All 
or "Mono:• Press the Right Directional button to change the setting to 


"Mono," or press the Left Directional button to change the setting to "Stereo." 


I"' BATTLE ANIM.-,.. I Battle Animation. Turn on or off the animations during a 


llt... 
All 
battle. If the option is set to "On," then the fight between the 
two ATACs can be viewed. To speed up the game and play it in a pure military style, 
tum the animations "Off." Instead of showing the animation, the characters' Status 
boxes will be displayed to show how each ATAC fared during the battle. 
Press the 


Right Directional button to turn "On" the Battle Animations. Press the Left Direc- 
tional button to turn "Off'' the Battle Animations. During the game, the Battle Anima- 
tions can be easily turned on or off by simply pressing the Select button. 


I"' VIBRATION ..... Enable or disable the vibration for the 


II.. 
_... 
DUALSHOCK ™ analog controller. To 
have the controller rumbling all over the place, set this option to 
"On," then to tum off the vibration, make sure the optioa is 
to "Off." 


I"' SAVE-,..1 Save a game. There 
y one save file created 


II.. 
All 
for saving during a mission. Make sure to save only 


when Bastion and his comrades are doing good. If they start losing 
the battle, reload the mission from the last save. To reload this save 
file, select "Load" from the Title screen and select the last save slot. 


To save the game, select "Save" from the Game menu. The save function has also been 
hot-keyed to the R3 button. After pressing the R3 button, the Save screen will then appear. 
There are three options: Card 1 (saves the game to the Memory Card in Memory Card Slo 
I), Card 2 (saves the game to the Memory Card in Memory Card Slot 2), and Cancel (the 
game will not be saved). To save the game, select "Card 1" or "Card 2." To overwrite 
the existing save data, select "Yes." Press the ~ button and the game will be saved to that 
Memory Card. To cancel and exit the Save screen, select "No." 


End the game. To confinn the decision to end the game and return to 
select "Yes." To cancel and return to the game. select "No:• 


The Battle menu contains the following commands: Move, 
Attack, Skill, Info, and End. The "Attack" option will only 
be displayed when there are enemies to attack. Likewise, the 
"Skill" option will only be available to characters whose ATAC 
is capable of carrying out different skills. These options are 
described below. 


,. MOVE "'1111 Move the character on the Battle screen. In 


11,,.. 
.... 
order to move the character, first move the cursor 
so that it is on the character, or press the ® button and the cursor 
will move to the appropriate character. After pressing the ~ button 
to access the Move menu, use the cursor to highlight the "Move" 
option. Press the ~ button. The available area that the character 
an move will be displayed in a blue color. Next, move the cursor 


·--- 
> / 
......._ 


...... ~ 
·:./ 
~~ · ~~ 


-...::::~ 
.~ ... ·" 


.~ .. ~-. -- 


to the new location within the blue area, where the character will be moved. Press the ~ 


tton. The character will then move to that location. Now use the Directional Buttons 
choose which direction the character will face, North, East, South, or West. Usually, 
's best to have them facing the enemy (Duh!). 


distance a character can move is based on their range. If the character only moves 
a portion of their range, they will be allowed to move again. However, each move uses 
valuable AP points while increasing their FP points. Remember, when their FP points 
raise to I 00, they cannot carry out any commands for one round. 


I ,.. ATTACK "'1111 Engage in battle with the enemy. After moving 


11,,.. 
..,. 
the character next to an enemy ATAC, the 


"Attack" option will become available. To attack the enemy, select 
"Attack" from the menu. Press the ~ button. A list of the Charac- 
ter's attacks will be displayed. 


There are two important boxes that will be displayed after "Attack" 
is selected. The top box will list the name of the attacks, the amount 
of action points required to do the attack, and the number of points 
that will be added to their fatigue points. 


The bottom box will display the character's Attack (strength 
of the attack), Range (the distance they can attack), Hit per- 
centage (the success of the attack), and Type (the kind of damage the attack will have on 
the enemy). 


After selecting which attack to use, press the ~ button. The cursor will automatically 
select the enemy with the lowest hit points. However, the cursor can be moved to select 
another enemy. Once an enemy has been selected, press the ~ button. The Attack Status 
screen will appear. The information on this screen is described on page 37. 


To proceed with the attack, press the ~ button. The attack will commence. If the Battl 
Animations are "On," then the Battle screen will be displayed. If the Battle Anima, .. ·"'Alll&lma 
are "Off," then the damage done to the characters will be displayed in the Attack S 
screen. To cancel and return to the previous screen, press the · button. 


After the attack has been carried out, the Battle Menu will be loaded 
owing lbe 


character to continue to carry out commands. 


I,. SKILL~ I Use special character skills to aid allies or attack ,----:~~!!!!!!!! 


I.. 
..Ill 
enemies. Skills can be used to benefit an ally, or to 
affect the enemy. Skills can only be used when an ally or enemy ~,.i;3.-; 


is within range. To use a skill, select "Skill" from the menu. 
Press the ~ button. A list of the character's skills will be dis- 
played. 


~=~~] 
.. 


i~~~t ~t 
~ 


There are two important boxes that will be displayed after "Skill" 
is selected. The top box will list the name of the skills, the amount 
of action points required to do the attack, and the number that will 
be added to their fatigue points. 


The bottom box will display the character's Ability (descrip- 
tion of the skill), Range (the area the skill will affect), and 
Type (who will be affected by the skill). 


After selecting which skill to use, press the ~ button. Next, 
decide who to use the skill on, an ally or an enemy. Press the 


~ button. The skill will then be executed. To cancel the use of 
the character's skill and return to the previous screen, press the 
button. 


"'ATIACK SfATUS SCREEN~I View the character's and the enemy's status 
i.. 
..111111 
before engaging in combat. The Attack Status 


creen will di play the "attacker" on the left-hand side and the "attackee" on the right- 
hand side. The key features of this screen will be described below. 
.. 


I 


Character Status. Displays the curreni/maximum 
Enemy Sia/us. 
Displays the curreni/maximum 


value for AP, FP and HP. Also the character's name 
value for AP. FP and HP. Also the enemy's name 


will be displayed below their picture. Their cur- 
will be displayed below their picture. TI1eir cur- 


rent level wi ll be listed to tl1e right of their name. 
rent level will be listed to the right of tl1eir name. 


Note: lf the Battle Animations ru-e "Off;' then ru1 
Note: lf the Battle Animations ru-e ··orr." then an 


attack bar will be displayed below their HP This 
attack bar will be displayed below their HP. This 
attack bar will graphically display how successful 
attack bar will graphically display how successful 


the attack was. 
the attack was. 


ATAC name and Assist. Displays the name of the 
ATAC name and AssisL Displays the nan,e of the 


character's ATAC. Below theATAC's name will be 
enemy's ATAC. Below the ATAC's nrune will be 
the Assist percentage. 111is percentage is based on 
the Assist percentage. This percentage is based 
2 how many ,~Jy ATACs are surrounding the enemy. 
f=:I on how many enemy ATACs ru-e surrounding the 


To the right will be a display to show where ally 
defender. TI1e display to the right shows where 


ATACs ru-e located around the character. These 
other enemy ATACs ru-e located around the char:lc- 


ATACs will be displayed with a red "X " 
ter. These will be displayed with a red .. x·· 


Name of Attack and Hil percentage. The name 
Name a/ Attack and Hil percentage. The 


of the character's attack will be listed on the left. 
name of the enemy's attack will be listed 


The hil percentage (the success of the anack) will 
on the left. The hit percentage will be dis- 


be displayed on the right. 
played on the right. 


_:..,..__...~...,._~....,.. .......... r-.~V,,- 


I,.. INFO "'11111 Obtain key information about the Character's status. After selecting 


~ 
A 
"Info" from the menu, press the tJ button. The info screen will appear. 


The information on this screen will be listed on two screens. Move the Left or Right 
Directional Buttons to switch between the two screens. The valuable information 
contained on these screens is listed below. 


1 --~ 
~ 
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1\ii:- 
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:Barlow 
jfurnn1 L&uel 
1Ex;,. To tkxt 


jt]latatosl: 
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ATAC Stats. 
Displays key 


infonnation about the char- 
acter's ATAC. This shows a 
graphic 
depiction of the 


ATAC, an icon displaying the 
type of ATAC, the name of 
the ATAC, 
and currently 
equipped items. 


• 
255 
500 
192 
i 
11.46 


Iii. 


I 


2 + 


M ove Left or Right 
to switch 00:twccn 
the two scn..--cns. 


Character Wi11dow. Displays 
character's current infom1a- 
tion. The top of the screen dis- 
plays their current stats. Also, 
the current/maximum value of 
AP, FP, and HP, and their cur- 
2 rent emotional state will be 


listed. Finally, it will list their 
Name, Current Level, Expe- 
rience Points needed to raise 
to the next level, Spirit Value, 
Range, and Speed. 


Skill Me11u. There are three 
selections on U1e Skill menu, 
Attack, Support, and Dor- 
mant. 
Attack displays the 
attacks a character has learned 
to use in combat, Support 
J 
shows the character's defen- 
sive attacks, and Dormant 
shows the hidden attacks of a 
character. A list of these spe- 
cial skills will be displayed 
below the Skill menu. 


Ends the character's tum. After selecting "End," the character's 
tum will be ended and the next character's tum will begin. 


)efencl Agalnst Enemy Attacks • 
< >f course, the enemy will not stand by and die peacefully; 
they will attack! Therefore, it's important to know how the 
rharacter can counterattack them. This defensive menu will 
I 
displayed when they try to attack. The top of the screen 


will display the Attack Status screen, and the lower right of 
the screen will display the Defense menu. The Defense menu contains the following 
options: Go!, Attack, Defend, Avoid, Counter. Only options written in white letters 
Lan be carried out. These options will be discussed below. 


,.. GO! "'11111 Executes the counterattack. After selecting Attack, Defend, Avoid, or 
~ 
A Counter, choose "Go!" The character will then carry out the defensive 


maneuver that was selected. If the Battle Animations are turned "On," then the Battle 
screen will be displayed. If the Battle Animations are turned "Off," then the damage to 
the two characters will be displayed in the Attack Status screen. 


I,.. ATTACK "'11111 Carries out an all-out counterattack. After 


~ 
A 
selecting "Attack" from the menu, press the 


tJ button. Next, select which type of attack to use on the 
enemy. 
Before selecting an attack, notice that this counter- 
attack will not cost any action points; however, there will 
a hefty FP cost. Once a decision has been made, press the 
button. The screen will return to the Action Status screen. 


The Attack name will then appear along with the percentage of 
Select ~ 9 
"Go!" to carry out this command . 
.,__,,..Wiii ....... ~.,,,..., 


I,.. DEFEND ..... Withstand an enemy attack. The charac- 


111... 
A 
ter will get hit by the enemy; however, the 
amount of damage they receive will be somewhat less than 
normal. It does have a high FP cost of 30. Also, if the 
attacker comes from behind, there is no way to defend against 
it. In this case, it would be better to select the Avoid option. 


I" AVOID ..... Dodge the enemy attack without receiving 


Ill.. 
A 
damage. It's best to try to avoid an attack, 
since the character will not receive any damage. On the other 
hand, if the enemy is successful in its attack, the character will 
receive the full amount of damage. The FP cost for trying t 
avoid the attack is 20. If the character is attacked from behind 


,.. COUNTER..... Executes a full-blown counterattack. If 
Ill. 
A 
"Counter" is selected from the Defend 
nu, then the character will attempt to deflect the enemy's 
attack and counter with a 1.20-strength attack. The FP cost 
· be 20. If the character misses the deflection, then the 
enemy attack does full damage on the character. 


Vhen the Battle 1s Over! 


very time that the character successfully hits an ATAC, they 
ill be rewarded with experience points (Exp. for short). If 


1hey engage in combat and miss the enemy, then they will not 
he rewarded with Exp. or Money. The only time that Money 
will be awarded to the character is if the enemy ATAC is suc- 
c:essfully destroyed. To exit this screen and continue playing, press the ., button. 


Ra1s1ng a Level! 
• 
After the character has earned enough points to raise to the 
next level, the following screen will appear. The top box shows 
the character and the following stats: BAS, POW, DEX, AGL, 


~"""'• DEF, and WEP. The player can decide how to allocate the 


-....:.......:i- number of points received. First, move the cursor Up or Down 


to select which stat to increase. Press the Right Directional Button to add experience 
points to that stat. To remove the current experience points, press the Left Directi 
Button; points cannot be removed from their existing stats. After allocating thee 
ence points, press the ., button. To confirm these new stats, select "Yes." 
button. Their stats will be updated and the game will continue. To change 
stats, select "'No." Press the ., button to return to the previous 


(Japanese) • 
How much sadness must you pass through, 
to be allowed to dream? 


You take that sword in your hand 
and open those gates to 
tomorrow, 


A bundle of lights comas 
of the fog, 
come on, the warm thoullllS In this breast! 


Ah-, now, accept the lllgendaly light, and fly off 
You can do it, because you believe 
Yes, the future always shines for you 


Spreading both hands 
Ah-, run past, believe my heart. 


Believe My Hearl (Englislt) • 


To be free 
how much anguish will you have to bear? 


Sword in hand, swear on the dead 
vengeance is soon to come. 


Embrace light, 
choose the path of just nobility. 


Past the dark. 
there's a future bright and new, 
if just you choose to see it. 


Beating within, the hope resides deep in your soul 
Heed that emotion true 
And believe there must be more. 


Ahhhhh, there is a truth we must believe 
To find the strength to follow through 
Binding the fear within 
as we press on toward the future-now. 


So, follow the voice within your soul 
Leading you to that lofty goal. 


Spreading your wings is just the start. 


Al that you must do is free your heart. 


ogetlaer (Japanese) 


H-, 0 person vtflo walks<*, be burdened with fate 


AH-. violently blowing wind, continue endlessly 


the direction the heart points, 


1dvance without hesitating 
AH-. burning ground, wounded warrior 
AH-. people lose the light, frozen hearts 
Dreaming of that place, now just believe 
No matter how far away tomorrow is 
et's run forward 
Then, at the end of the long journey, 
You'll find your own answer 
Now, many things become one in your heart 
Surely a wonderful comedy performance. 
of life is coming on 
Continue to the location of fight 
No matter how far away tomorrow is 
.et's run forward 
hen, at the end of the long journey, 


You'll find your own answer 
All together, for tomorrow 
All together, risk everything 


• 


I-harbor feelings of conllmpl now ..• 
True-it's my fate ... lhal 1&1111 me . 
Heel the hands of time ...... 
A wind cold as ic:e nm..tlloogh 
Unguarded hearll cmatlle 8811 journey make 
The crushing Wiii# of- consumes me. 
I-hide the wounds ...... of weakness 
A path-to the pain delfl Inside. 
I-see the burning ground advance in dreams. 
A terror striking deep In my soul... 
Tomorrow holds the promise of release 
But only true believers see it ... 


So embrace that goal 
Believe just what you must. 
Advancing fast toward the goal of tomorrow 
Even 
thr~ugh all the sorrow 
A paradise 
Nes there for those reaching out 
Pleading 
On time that's borrowed 
Escape this reality 
The senseless brutalll¥ 
A shimmering promise of changes to be. 
Until death you lllht 
Take care only to trust 
Just those that hunger to see an end to 
As the end OOllllllllllll"bnlllll.llllllalllllllll 
Together promise to 
Eyes straight ahead, 
li 


Hello again! Glad you took the time to pick up Vanguard Bandits and read the manual, of all things! 
Vanguard Bandits started its life in Japan as Epica Stella. We came across it by means of a friend we acquired 


at Human Entertainment during our licensing of Vasteel way back in the days of the TurboGrafx-CD system. He 
had stayed in contact with us over the past seven years or so since that game and had been sending titles to 
for review on a regular basis. Since Human specialized primarily in spons gan1es (including the awe-insp· · 
FirePro Wrestling series), there was little we saw to license ... until now. 


Epica Stella isn't the most advanced mech-style simulation game we've ever seen. It isn't even the 


But, with a butt-kicking story told from multiple storylines involving multiple perspectives, it is one of die 
experiences as a game, and that makes it ADDICTIVE. And, as any gamer knows, addictive is goooood. 
playing you WANT to know what comes next. And, when replaying the game on an alternate bnacb, ~ 
lots of ·'oh so THAT's what happened" moments, too. By the time you finish all three branches, it rally feels · 


finishing a good book. So, when it came time to put up or shut up on the licensing of this gem, we put up 
set about translating. 
The first thing to go in translation was the original name. It moved nearly everyone who beard it to 


"'STEELLLAAAA" in that very Streetcar Named Desire way. Not a good association. Sooo, we renamed · 
Detonator Gauntlet. Oops. A cenain publisher with rights to one of those two names WIBll't happy. Name ch 
again. Vanguard Bandits. Beautiful. 
Once in the nuts and bolts of the game. we added help prompts for the player formenu naviplioa andconsoli 
dated the save/load system. Originally, the in-game saves were on a completely separare-oa die 1itle scree 
and it was confusing as to whether you wanted to "load" or "continue," since both were then. Now all - 
in 


area and it's a little more obvious what they do. 
The other big change we made was that a "surround" assist mode was added where you could get extra help · 


attacks if you had your friends surrounding the target with you. Conversely, the enemy could also attack or 
more if he had suppon around him. This added a little more strategy to the actual battles. 


Finally, a few extras were put in for users that try to finish all three branches and five endings. 'lb carry 


running count forward, be sure to "Load Stats" before staning a new game to get to the other branches. At 
one branch can only be reached when you've played the game through once and have that save data. 
Well, that's about it for this one. Enjoy the game. Enjoy the massive LUNAR 2: Eternal Blue dem 
we've included. We'll see you soon with that game. TI1anks for your continued suppon, and remember: 
We 're nothing wi 
ou ! 


Vanguard Bandlts Strategy Gulde 
• 


Due to the complex nature of VANGUARD BANDITS, we thought we would show 
a little mercy and include walkthroughs of the first two missions of the game, taken 
straight from our Official Strategy Guide. However, we've minimized some of the text 
to make it fit within the packed pages of this manual. We also weren't able to squeeze 
in the first 30+ pages of the Guide, which contain dozens of charts filled with informa- 
tion on weapons, items, statistics, morale, and enemy ATAC. But we've made sure to 
give you enough of a taste of the Guide that you're guaranteed to run out and purchase 
it. (Nothing like a shameless plug. How do we live with ourselves?) 


Because VANGUARD BANDITS has semi-randomized gameplay-such as, to give 
one tiny example, the hit percentages of various attacks-and because 
each battle can thus unfold in many different ways, it's impossible 
for us to give you specific walkthroughs. Believe me, we 
tried, and our brains are still recovering from the effort. 
(Then again, our brains get tired when we think too 
hard about where to go for lunch.) What we've done 
instead is outlined the major events which occur in 
each mission, listed which ATAC you'll be fighting, and 
formulated battle strategies which you may or may not 
choose to follow. It's all about freedom of choice, man. 


We've also summarized the story developments which take 
place before and after each mission, because we thought 
you'd probably wanna know what the heck's going on, and 
because it also gives us an opportunity to rip on ourselves, 
which is strangely satisfying. So read on, sally forth, and 
~ 
whoop Imperial booty! 


The PlotThlckens 


.A. The very first cut-scene in .A. How this helps them better .A. After Karnorge strikes Bas- 
RANDITS takes place on a control their robotic warriors, tion upside the head to demon- 
s,cnic mountaintop, where Bas- 
we're not entirely sure. Perhaps Strate his lack of skills, two more 


lion and Kamorge prepare for it's best if we follow the "don't characters arrive on the scene: 
hattle by beating up on each ask, don't tell" policy, y'know chubby, bespectacled Puck and 
other with wooden stick . 
what we're sayin'? 
stressed-out MiJea. 


.A. The nearby village of Fruah is 
under attack, and Milea pleads with 
father and son to intervene. Bastion 
agrees and scurries to his waiting 
ATAC, while Kamorge curses the 
Empire for finding him. 


Before leaping 


Bastion verbalizes his bloodlust, 
and Kamorge tries to calm him 
down with Yoda-like platitudes, 
to little avail. The kid wants to 
get iton! 


You have now officially 


entered Mission I: Destinys 
Child., where you will experi- 
ence combat for the very 
first time. How cute! 8 


After Kamorge strikes an Imperial Sol- 
dier from behind for the first time in 
the battle, the Soldier responds with a 
smart-alecky "You fight well for an old 
man ... but I harbor no respect for my 
elders!" Ooh, what a burn. 


Events 


1 After Bastion's second turn, Ione 
and Reyna appear on the eastern edge 
of the battlemap, and Bastion is given a 
choice of two comments. Regardless of 
what Bastion says, both of them charge 
into battle and attack the Imperial Sol- 
diers. The different replies trigger dif- 
ferent conversations between Bastion 
and Reyna. Select "Who are you?!" to 
amuse Reyna; select "Do you fight for 
the Empire?" to make Reyna mildly 
angry at your silliness. 


Strategy & TacHcs 
* Your primary goal in thi very easy mission is to prevent 
everyone else from bogarting Bastion's kills-especially 
,,- you have hopes of making your way onto the Empire 
mission branch, which requires Bastion to reach Level 8 
after the first three missions ( one of the most challenging 
!asks in the game). In fact, you don't want Kamorge to 
score any kills, because he is already strong like bull, and 
hccause ... well, let's ju t say a palm-reader would surely 
notice Kamorge's abbreviated lifeline. 
.a. The roof, the roof, the roof is 
* Here are step-by-step instructions for earning three on fire. We don't need water, let it 
I.ills with Bastion and advancing to Level 5. Because of bum ... er, I mean, we must extin- 
guish this blaze at once! 
BANDITS' semi-randomized combat, this walkthrough 
won't work every time- but it will work more than half the time, which is about aU you 
can expect. Save at the beginning of each tum, and restart from that point if event don't 
unfold the right way. This might seem like cheating, but we think of it more as making 


.A. Bastion questions Reyna when 
she barges into the battle, and does 
his best Regis Philbin impression: 
"Is that your Jmal answer?" 


minor adjustments to the space-time continuum. 
* Bastion (Turn #1): Walk north three spaces, so you're 
standing on the west side of the gap in the edge. Face east 
and end your turn. 
* Bastion is attacked by Imperial 4. What a silly little 
man! Counter with a Thrust. 
* Bastion is attacked by Imperial 3. Counter with a 
Thrust. 
* Bastion (Turn #2): Attack Imperial 4 from the 
side with a Thrust. You like that, soldier boy? Huh? ~ 
Huh?! End your turn. 


Strategy & Tactics 
* Ione and Reyna show up (Event #1). Either of the two 
responses will suffice, but the resulting conversations will be 
different, as noted in the Events box on the previous page. 
* Bastion is attacked by Imperial 4. Counter with a Thrust. 
* Bastion (Turn #3): Attack Imperial 4 with a Thrust. 
* Bastion (Turn #4): Attack Imperial 3 with a Thrust. 
You score the kill and advance to Level 4. You also gain 


3,500 bucks (noted in the Enemies chart on Page 48). 
.A. Having already racked up two 


Increase your 
kills, Bastion is in prime position 


POW to 6 
for his third. Move behind Irnpe- 


( wh.ich does 
rial 2 and stab him in the back. 
not include 
the white bars- they indicate the ATAC 
stat-boost, not Bastion's natural talents) 


and your DEX to 5. Move one square north- 
east, then face west (looking directly at Imperial 4) 
and end your turn. 
* Bastion is attacked by Imperial 4. Counter with 
a Thrust for your second kill and another 3,500 
smackers. 
* Bastion is attacked by Imperial 2. Counter with a Thrust. 
* Bastion (Turn #5): Walk behind Imperial 2 and 
attack with a Thrust for your third kill. You advance to 
Level 5. Increase your BAS to 7, which gives you the 
lovely Str. Slash attack. Rock on! 


The Plot Thickens ... 


.a. After whipping the Imperi- .a. Kamorge asks if they know 
uls, everyone gathers in front a man named Galvas-the Corps 
of the flame-broiled home to Commander of the 
Pharastia 


introduce themselves. Ione and Kingdom- and indeedy they do. 
Reyna turn out to be soldiers of Kamorgethenaskstheladiestotake 
the Avalon Defense Corps. 
him to Galvas, but won't say why. 


.a. After a moment's consideration, 
the easily swayed Ione agrees to 
bring Kamorge and Galvas together. 
Reyna is dubious, but doesn't wanna 
rub lone the wrong way, so she 
reluctantly agrees as weU. 


.a. When Bastion asks what will 
happen to the village, Kamorge 
says his presence is what caused 
the Empire to attack, but won't 
elaborate, leaving Bastion frus- 
trated. 


.a. While Kamorge and Bastion .6.SadiraconfrontsFaulknerabout 
depart with their new friends to the naughty things his soldiers 
find Galvas, we're introduced to are doing on the borders of the 
two new characters: Faulkner, Empire, and announces her 
leader of the evil Empire's forces, intentto observe Faulkner's 
and Sadira, the Imperial Princess. troops firsthand. 
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A We return to Bastion to find him 
and his pals headed for Araba Castle, 
located near the Kingdom/Empire 
border. But it isn't long before Ione 
detects damage to her ATAC, and 
the parade grinds to a halt. 


.A The idle chit-chat swiftly ends 
when Ione and Karnorge notice 
a battle under way in the dis- 


tance. Everyone gets into 


~ 
their ATAC and heads out 


~ 
to see what the dilly, yo. 


.A As the little Puckster uses 
chewing gum and bailing wire 
to patch up the Barazaph, Ione 
and Karnorge valiantly attempt to 
make conversation, whiie Bastion 
and Milea chat it up with Reyna. 


.A Here is your first-ever pre- 
battle menu screen. Save the 
game, do some interviews, take 
a good look at the Briefing, 
and select Mission when you're 
ready to move on. 


.A We learn that Milea is an 
orphan who was taken in by 
Kamorge as an infant, and we 
also learn that Bastion has .n 
amusing sexist streak. (Well, 
amusing if you're sexist.) 


.A In the blink of an eye (and 
the double-speed loading of a 
couple megabytes' worth 
of 


data), you're participating in 
Mission 2: Band.it Brigade. 


Battlemap 
Events 


1 Barlow and Devlin move here after 
Kamorge attacks Bandit 7 at the begin- 
ning of the mission and remain here, 
back-to-back for the rest of the battle. 
They never attack, choosing only to 
defend themselves when attacked by 
Imperials. 


2 Franco, Halak, and Sadira appear 
here after Bandit 6's first tum and stay 
put until attacked, after which they 
attack the Imperials. 


Encounters 


After Sadira strikes a Bandit for the 
first time in the battle, a shocked and 
surprised Bastion says "I thought 
th~ three were Imperials, but 
they're fighting on our side!" All hail Bastion, 
master of stating the bloody obvious! 


trategy & Tactics 


You now have control of lone and Reyna along with 


11,istion, but Kamorge will once again do his own thing 
tor the entire battle. If you're aiming for the Empire 
mission branch, you need Bastion to boost another two 
lvvels during the battle. If you 're sticking to the Kingdom 
hranch, you want Bastion and Reyna to score one or two 


ills each (while ignoring Ione, who won't be sticking 


with you but for a few more missions). 


Harlow and Devlin are in almost zero danger of dying, 


111ce they're guarding each other's backs; each enemy 
,Hack only does a few HP of damage. In other words, 


11 us on earning your kills and let BANDITS' equiva- 
I nt of Farley and Spade protect their own butts. 


& Barlow proves to be a little sen- 
sitive about his huskiness as he 
and Devlin move into a defensive 
position. 


Franco, Halak, and Sadira will eventually be attacked by a Bandit, and once it 


& If you're trying for the Empire 
mission branch, back Ione and 
Reyna into the southern canyon 
wall to let Bastion score all the 
kills. 


happens, they start an ATAC-destroying rampage. Don't 
bother trying to reach those northern Bandits; focus on the 
ones around Barlow and Devlin, and destroy them before 
the mighty trio does it for you and claims your XP. 
* If you're fighting with Bastion and Reyna (and staying 
on the Kingdom branch), move Ione as far south as she 
can go, to avoid attracting curious Bandits. Your primary 
goal is to raise the wimpy Reyna at least one level, so you 
can get her closer to earning the Strong Thrust attack 
(8 BAS, 6 POW, 7 DEX). Your secondary goal is to start 
balancing out Bastion's stats, as having equally high ij 
number in all six categories is the only way to earn 55 
his most powerful attacks later in the game. 


Strate 
& Tactics 


Remember the battle basics: cover your back, hit the enemy from behind whenever 
possible- which should be easy, since they're going after Barlow and Devlin- and don't 
let Bastion or Reyna go over the FP (Fatigue Point) limit, which will leave them dizzied. 
Ideally, you should end the mission with both Bastion and Reyna at level 6 (but Reyna 
needs two kills for this to happen). 
* If you're only using Bastion, and want to hit the Empire branch, here's a darn reliable 
walkthrough to get him up to Level 7. Please keep in mind that this walkthrough will 
only work if you wisely use our stat adjustments from Mission 1; otherwise, your mile- 
age may vary. 
* Bastion (Turn #1): Attack Bandit 7 with a side Thrust. 
* Reyna (Turn #1): Move south one square. Face north, 
end the tum, and don't do anything on subsequent turns. 
Just stay put and watch the action. 
* Ione (Turn #1): Move south to the square just east 
of Reyna. Face north, end the turn, and hold still for the 
remainder of the battle. 
* Bastion (Turn #2): Move behind Bandit 7 and attack 
with a Strong Slash for the kill. 


... Sadira is displeased with the 
renegade Imperials, as indicated 
by her louder-than-usual verbal 
outburst. 
* Bastion (Turn #3): Attack Bandit 8 with a Strong Slash for the kill. 
* Bandit 1, the strongest enemy ATAC on the battlefield, moves in and attacks Devlin 
head-on. This also moves him into attack range, which we like! 
~ * Bastion (Turn #4): Move behind Bandit 1 and attack from de back with 
~ 
de Thrust, which advances Bastion to Level 6. At this point, you can juice what- 
, 


vcr stats you'd like, but we strongly suggest earning the 
I\1ckle attack by simply boosting your POW to 9. 
* Bandit 1, moves to the west side of Devlin and attacks 
lum again. Grrr! 
* Bastion (Turn #5): Strike Bandit 1 with a Strong 
Slash from the side to soften him up a little more. 


Kamorge attacks Bandit 1 from the south instead of 


triking Bandit 7 and stealing your kill. Excellent! 


Bastion (Turn #6): Whack Bandit l with a Strong 


'lash for the kill, and ove 400XP. Whoo, doggie! You 


II now at Level 7 and counting. Start balancing out Bas- 


... After wasting Bandit 8, 
you 're ready to commit assault 
and battery upon Bandit I, the 
strongest ATAC on the battle- 
field. 


111)0 's stats, as having equally high numbers in all six categories 


I the only way to earn his most powerful attacks later in the ~ -,,..,,..-.,,.,,, 


... Bandit 9 is your fourth and 
final kill of the mission, by which 
point you 're at Level 7 and almost 
ready for the Empire Branch. 


game. Move to the north side 
of Bandit 9 and end your tum. 
* Bandit 9 turns and attacks 
Bastion instead of Devlin. Silly 
rabbit! Attack him with a lili..WNlllliiilii• 
Strong Slash for a confirmed 
kill. The XP are almost worth- 
less, but the 2,000 bucks are 
nothing to moan and groan 
about. 


.a. After beating the bandits, Bas- 
tion searches for more survivors, but 
there aren't any to be found. Ione 
and Reyna both remark upon the 
carnage ( which is thankfully left to 
the imagination). 


.a. Devlin joins in the venting and tells 
Bastion that both the Empire and the 
Kingdom have committed atrocities. 


Sadira explains to Bastion that 
~ 
her goal is to silence the vio- 


~ 
Jenee and increase the peace. 


.a. Princess Sadira and her escorts 
arrive to survey the scene. Bas- 
tion doesn't recognize her imme- 
diately, and flips when he learns 
who she is, going off on the girl 
for a good dozen paragraphs. 


.a. As the Princess leaves, Franco 
and Kamorge exchange phone 
numbers and words of respect, 
being the grizzled veterans that 
they are. 


.a. Karnorge puts an end to the 
verbal abuse and apologizes for 
Bastion's tantrum. Franco tries to 
make friends, but Bastion shoots 
him down with more harsh words, 
which sets Sadira off. 


.a. As Bastion prepares to leave 
with Barlow and Devlin in tow, a 
third survivor appears. His name is 
Andrew, and you'll leam to love 
him in, as he would say, "a com- 
pletely platonic way." 


,A. Just as Faulkner is about to leave 
I 
Imperial castle, Prince Duyere 


h 1cks him down in the ATAC bay 
ind demands to come along, seeing 


I how Sadira is already romping 


.a. Back to Bastion's party, where 
Andrew memorably introduces 
himself, and Bastion expresses bis 
concern about Devlin's disparag- 
ing comments regarding the King- 
d m. 


.a. Faulkner tells him a good lie 
(as the heir to the Empire, he can't 
risk his life in battle) instead of 
the truth, but Duyere won't be 
denied. 


.a. Kamorge is in the middle of 
telling his son to chill out (using 
much bigger words than I know) 
when the party is ambushed on 
both sides. Kamorge recognizes 
them as elite imperial troops. 


.a. After pointing out that Duyere's 
ATAC isn't at full strength, Faulkner 
finally relents, under the condition 
that Duyere fully complies with his 
orders. Duyere says that he will, but 
he's a notorious fibber. 


.a. Take care of the usual pre-mi - 
sion business (save the game, talk 
to your pals to boost their morale, 
and gaze upon the Brief- 
ing), then begin Mission ij 
3: TTagic Farewell. 


What To Do Now ... 


Now that you've reached Mission 3 - and the end of the manual - you're on your own. 
That's why (shameless plug activated!) we strongly suggest that you pick up the one 
and only VANGUARD BANDITS™ Off;da1 Strategy Guid.e. This milestone 
publication is, to the best of our knowledge, the first hardcover hint book in the history 
of strategy guides; it also features a lovely leatherette binding, a foil-stamped cover, a 
fuU-color dust jacket, and three bookmark ribbons for easily-confused readers to keep 
their place(s). But what about the inside of the book, you ask? Here's what you' ll find: 


Strategies! The best and easiest techniques for completing all 56 missions. 


Storyd1.ecks! Summaries of every shocking plot twist and dramatic development. 


Clta.rls ! Detailed statistics on all 32 ATACs, aU the special attacks, all the skills, and 
darn near everything else in Ban d.its. 


B-iograph-ies ! Intriguing information on the major and minor characters of Band.its, 
including a two-page chart which indicates various family ties. 


Stickers! Two luscious pages of Memory Card and character stickers! 


Poster Offer! Information on how you can get your well-manicured hands on 
an exclusive and absolutely free (well, except for those shipping and handling charges) 
VAN GUARD BANDITS poster! 


To order the VANGUARD BANDITS™ Off;da1 Strategy Guid.e, get yourself to 
a local videogame store immediately and ask for it by name. You can also give us a 
jingle at (530) 243-3417, or visit our website at: http://www.workingdesigns.com, 


Q 
and order this fabulous tome directly from us. Do it now! The fate of the world 


~ 
(well, a geeky writer's job, anyway) is at stake! 


irking Designs warrants to the original purchaser of this Working Designs product that this CD 
free from defects in material and workmanship for a period of ninety (90) days from the date 
hase. This Working Designs product is sold "as is," without expressed or implied warranty 
kind, and Working Designs is not liable for any losses or damages of any kind resulting from 


1• of this product. Working Designs agrees for a period of ninety (90) days to either repair or 
, at its option, free of charge, the Working Designs product. Send product postage paid, 
1tcd proof of purchase, to the address shown below. 


111s warranty shall not be applicable and shall be void if the defect in the Working 
c:t has arisen through abuse, unreasonable use, mistreatment or neglect. 
I !IS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPR 
AIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE WORKING DESIGNS. 


11 D WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO 
I rY (90) DAY PERIOD DESCRIBED ABOVE. 
IN NO EVENT WILL WORKING DESIGNS 


IILE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE 
MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT. 


ome states do not allow limitations as to how long an implied warranty lillls and/or exclusions 
,11tations of consequential damages, so the above limitations and/or e>dlllolls GI liability may 
1pply to you. This warranty gives you specific legal rights, and you may also have otllM' rights 
h vary from state to state. 


e Support and Customer Service 
530) 243-3417 extension 112 


to find us Online: 


w Addresses: 
http://www.worl<ingdesigns.com 
http://www.playstation.com 
rec.games.video.sony 
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